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With the development of science and, 3D computer simulation technology slowly 
comes into our lives, and is widely used in various fields, such as military, industrial, 
weather, traffic, education, communication, social, entertainment, etc, where the 3D 
cloth simulation can not only strengthen the dynamic effect of the curtain, flags, 
antependium, etc, and can simulate the dynamic clothes for 3D virtual human, 
bringing distinct virtual reality experience. 
The present situation and related theory basis of cloth simulation is introduced in 
the thesis, discussing the employed geometry mode, physical model and the mixed 
model, with in-depth research into physical model, as well as putting forward a 
optimized spring model to solve the “super flexibility” in the traditional spring model. 
Then it introduces the three Numerical integration methods and the procedure, and 
realizes the Explicit Euler, Explicit Midpoint and the fourth-order Runge-Kutta 
method on the cloth simulation platform. In cloth simulations, cloth usually does not 
exist alone, so it must considers the collision between the cloth and the surrounding, 
human body and itself. In the collision detection, the improved triangle-and-triangle 
collision detection method is put forward, which can greatly improve the efficiency of 
the algorithm. Collision response and treatment to it generally uses the rigid body 
momentum and Energy Conservation of Newton's classical mechanics to realize. Then, 
in order to increase the sense of reality in the cloth simulation, the cloth texture is 
added to the scene. Here a solenoid type cloth texture generation method through code 
program is proposed, which obtains a good visual effect.  
Finally, such as the shadows, light and wind elements are added to cloth 
simulation so as to improve the verisimilitude. 
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